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SPIRIT OF EXCALI BUR G S - DOX 



Part 1 of 2 . 



I ntroducti on 



It is the 


ye 


a 


r 5 3 9 i n 


Arthur 


i 


a n 


E n g 1 a 


nd 


of C a ml a n n 




a 


n d his re 


a 1 m i s 




i n 


f e r me 


nt 


Co n s t a n t i n 


e , 




King Ar t h 


u r 1 s s 


u 


c c 


e s s o r 


a s 


Table. Yo 


u 


a 


re in Y o r 


k as t 


h 


e 


g a me b 


eg 


take the r 


e i 


n 


s of p o we 


r . Mu 


c 


h 


of Art 


hu 


c o ma n d . S 


i r 




L a n c e 1 o t 


Du L a c , 




Ar 


t h u r s 


gr 


knight, an 


d 


c 


u c k o 1 d e r , 


has g 





n e 


into 


r e 


Arthur's v 


et 


e 


r a n s with 


h i m. 




Ma 


n y o t h 


e r 


will not a 


c k 


n 


o wl e d g e y 


our a u 


t 


ho 


r i t y . 


Y 


glory. To 


ma 


k 


e ma t t e r s 


worse 




t 


he leg 


a c 


c o me back 


t 




haunt you 


Tho 


u 


gh 


Ar t h u 


r 


sons Me 1 e h 


a n 




and Mo r g o 


Ion ha 


V 


e 


grown 


t 


quest to u 


s u 


r 


p the t h r 


one! 















Ar t h u 


r h a 


s be 


e n 


ki 


lied 


at t 


he 


bat 


t 1 


e 






You a 


r e t 


he C 


r o 


wn 


Reg e n 


t , L 


o r d 










t h 


e lea 


d e r 


of t 


he 


Kn 


i ght s 


of 


t he 


Ro 


u n 


d 


i 


n s 


, and 


mu s 


t ma 


ke 


yo 


u r wa 


y t o 


Ca 


me 1 


ot 


t 


r 


1 s 


p o we 


r , h 


o we v 


e r 


, i 


s not 


you 


r s 


t 






e 


at 


c o mp 


a n i o 


n , i 


n c 


o mp 


a r a b 1 


e c h 


a mp 


i o n 






t 


r e 


at . 


He h 


as t 


ak 


e n 


the g 


r e a t 


e r 


p a r 


t 


of 




kn 


i g h t s 


, ki 


n g s , 


a 


nd 


power 


s o f 


t h 


e 1 


a n 


d 





u r 


Ro u n 


d Ta 


bl e 


i s 


a 


s h a d o 


w o f 


i t 


s f 


o r 


me r 


y 





f Art 


h u r ' 


s b a 


s t 


a r d 


son 


Mo r d 


r e d 


ha 


s 




s 


1 e 


w Mo r 


d r e d 


i n 


hi 


s f 


i n a 1 


bat t 


1 e, 


hi 


s 






ma 


t u r i t 


y an 


d a r 


e 


c a r 


r y i n g 


o n 


Mo r 


d r e 


d' 


s 



SPIRIT OF EXCAL I BUR places you at the beginning of Dark Age England. As Lord 

Constantine, all your wits and skill, your military prowess, battle strategy, 

and your diplomacy will be required if Arthur's legacy of peace, chivalry, and 
union is to endure! 



Based 


upon v a 


st r e s o 


u r c e s 


of 


f i 


c t i o n a 1 


a 


nd historical 1 


i t e r a t u r e 


, EXCALI 


BUR 


takes 


you t h r 


o u g h e s 


c a 1 a t 


i ng 


ep 


i s o d e s 


of 


danger and cha 


1 1 e n g e s , 


as you s 


t r i v 


p r o t e 


c t your 


peo p 1 e 


and y 


o u r 


c r 


own a g a 


i n 


st the raging S 


axon h o r d 


e s , and 




super 


natural 


o p p o n e n 


t s wh 


o m 


eve 


n your 


s t 


rongest knights 


cannot s 


t a n d a g a 


i n s t 


S p e c t 


a c u 1 a r g 


r a p h i c s 


and 


i nt 


e r a 


c t i v e b 


a t 


tie scenes emph 


a s i z e the 


milieu 


that 


wi 1 1 


be t h r u s 


t into. 


S o v 


e r e 


i gn 


, do y o 


u 


dare take the c 


h a 1 1 e n g e , 


OR Wl LL 


YOU 


YOUR 


DAYS ON 


THE ASS 


HEAP 


OF 


HI 


STORY? 













STARTI NG THE GAME 



Please review the reference card for your computer for installation and 
copyright protection information. 

GAME I NSTRUCTI ONS 



This section of the manual will tell you how to play the game. Many things are 
hidden in the game environment; while the "how-to" is thoroughly described, we 
will give only hints about many aspects of the game, in particular magic use and 
on finding potential allies. With persistence, the thrill of discovery will be 
yours. 

In the sections which follow, we will describe how you issue co mma n d s to the 
game. With all commands, several conventions will be used. These are: 

1. We will refer to giving co mma nds using the "mouse cursor." You can move the 
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mo u s e cur 


s o r with a 


mo 


u s 


e , a 


j oy 


stic 


k o 


r 


t h e 


cursor 


c 


n t r o 1 keys 


o n 


you 


r 




k e y b o a r d . 


To click 


o n 


a 


n i c 


o n , 


a co 


mma 


n 


d me 


n u , or a 


n 


option box 


■ y ° 


u c 


a n 


press 


the left 


mo use button, 


t 


h e f 


i r s t 


i V 


s t i 


c 


k bu 


t t o n , or 


t 


he ENTER, 


o r 1 


, N, 


s 


Keys. 


2 . Wh e n e v 


e r any c o mma n 


d 


s e q u 


e n c e 


i s 


i n i 


t 


i a t e 


d , you c 


a n 


abort it 


b V D 


r e s 


s i 


n g ESC 


Wh e n e v e r 


an i n f o r ma 


t i 


o n 


d i a 


1 og 


box 


i s 


n 


1 


n g e r nee 


de 


d , you can 


g e t 


r i 


d 


of i t 


by p r e s s i 


n g ESC. 
































3 . 1 n a 1 1 


areas of t 


he 


a 


a me , 


V u 


can 


ma 


k 


e s e 


1 e c t i o n s 


f 


r o m option 


me n 


u s 


by 




p r e s s i n g 


the first r 

L 1 1 V_ 1 1 1 J L 


h a 


r a 


c t e r 


of 


any 


wo r 


d 


i n 


that me n 


u . 


If there 


i s 


o n 1 


y 


one 


option st 


a r t i n g with 


t 


ha 


t 1 e 


t t e r 


, i t 


wi 


1 


1 be 


s e 1 e c t e 


d. 












If there 


are several 





Pt 


ions 


wi t 


h t h 


e s 


a 


me f 


i r st let 


t e 


r , the s e 1 


e c t i 


o n 


c u 


r s o r 


will step 


to each in 


t 


u r 


n as 


you 


pre 


s s 


t 


h a t 


key a g a i 


n . 


Wh e n the 


cur 


s o r 


i 


s 


p o i n t i n g 


at the o pt i 


o n 


t 


hat 


you 


wish 


, p 


r 


ess 


ENTER to 


s 


elect it. 


Th i 


s s 


ho 


r t cut 


will take 


s o me g e 1 1 i 


ng 


u 


s e t 


o, b 


ut i 


s i 


n 


v a 1 u 


able one 


e 


you are a c 


c u s t 


o me 


d 


to it. 


LEVELS OF 


THE GAME 
































Two level 


s of screen 


d 


i s 


play 


s wi 


1 1 b 


e u 


s 


e d i 


n the pi 


ay 


i ng of SPI 


Rl T 


OF 






EXCAL 1 BUR 


They are 




r e 


spec 


t i v e 


i y, 


t he 




MAP 


level, a 


nd 


the SCENE 


1 e v 


el . 







MAP LEVEL 



The Map lev 


e 1 p 


r o v i d 


es the strategic 


platform f o 


r y o 


u r 


quest to d e 


fend t 


h 


e 


throne. It 


i s 


a d e t 


ailed multi-scre 


en overview 


ma p 


of 


Southern En 


g 1 and, 




wi t h 


all the ma j 


or t 


owns, 


forts, castles, 


roads, fore 


s t s , 


1 


a k e s , and r i 


vers 






represented 


t h e 


r e o n . 


No single sere 


en displays 


t he 


e n 


tire ma p ; to 


mo v e 


t 


o any 


other s e c t o 


r of 


t he 


map, the player 


mu s t me r e 1 y 


mo v e 


t 


he mo u s e cur 


s o r to 




any 


edge of the 


s c r 


e e n . 


The screen will 


scroll in t 


h e i 


nd 


i c a t e d d i r e c 


tion, 






revealing o 


t h e r 


sect 


ions of the map 


to the p 1 a y e 


r s v 


i e 


w. 








F r o m t i me t 


o t i 


me , d 


ialog boxes will 


appear to t 


he p 1 a 


y e r , display 


i ng 






i n f o r ma t i on 


o r 


me n u s 


selections. Th 


e dialog box 


e s a 


PP 


ear as stone 


tablet 


s on 


the screen. 


1 n 


f o r ma 


tion displayed h 


ere will i n c 


1 u d e 


f 


o r c e i d e n t i f 


i c a t i o 


n 


s , 


encounter a 


n n o u 


n c e me 


nts, and the sta 


t u s reports, 


and 


will often re 


quire 


a 


p r o mp t 


f o r m t h e pi 


a y e r 


f or 


appropriate acti 


o n . 














Heraldic S h 


i el d 


s , re 


presenting oppos 


ing, allied, 


and 


n 


e u t r a 1 force 


s , wi 1 


1 


appear 


on the ma p 


and 


mo v e 


about on their v 


a r i o u s j o u r n 


e y s 


a n 


d engage me nt 


s . Th 


e 




Shields are 


f u n 


c t i o n 


ing icons, which 


can be mo u s 


e- c 1 


i c 


ked upon to 


d i s p 1 a 


y 


their 


i d e n t i f i c a t 


i o n 


and other information 


The s h i e 1 


d s a 


1 s 


o can be s e 1 


e c t e d 


a 


nd 


ma g n i f i e d u 


p o n 


for c 


loser scrutiny a 


t the Scene 


1 e v e 


1 


(see below). 


Town 


s 


o r 


castles on 


t h e 


ma p a 


re also viewable 


in the fash 


ion. 












The Map lev 


e 1 g 


i v e s 


the means for yo 


u to deploy 


your 


f 


orces as you 


see f 


i 


t t 


me e t the on 


s 1 a u 


ght s 


of enemy forces, 


and to mo n i 


t or 


e n 


emy progress 








SCENE LEVEL 






















The Scene 1 


e v e 1 


i s t 


he action-animat 


ion screen. 


Al 1 


i 


n t e r a c t i v e c 


o mb a t 






sequences t 


a k e 


place 


s here. 

















Locations o 


n t 


he Ma p 


1 


e v 


e 1 ma 


y 


be 


Ma g n i f 


i e d to 


this 


s c r 


e e n to 


provide a 


close-up 


view of the 


go 


i n g s - o 


n 


t h 


ere. 




Mo v 


e me n t s 


in and 


o u t 


of r 


o o ms in 


castles a 


1 s o take 


place here. 


Y 


our c h 


a r 


a c 


t e r s 


a 


r e 


v i e we d 


on this 


1 e v 


e 1 . 


Ga me t 


i me does n 


o t pass 


here;; the 


s c e 


n e lev 


el 


r 


e p r e s 


e 


nt s 


, i n t h 


e role- 


pi ay 


i ng 


v e r n a c u 


1 a r , "real 


t i me . " 
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When individual or army combat is announced on the Map level, the player will be 
pro mp ted to Magnify to the Scene level to participate in the combat, if he 
chooses (in many cases he will have no choice but to do so!). 



On bo 


t h 




t h 


e Ma 


P 


and 


S 


c e 


n 


e level 


s 


, g r o 


u p s 


of 




i c 


o n 


s 




a 


ppe 


a 


r 







n 




t he 


t 





P 


r 


i 


ght c 





r n e r 


of t h 


e 


s 


c r 


e e n . 




Many 




s i 


n 


g 1 e - k e y 


s 


t r o k e 


C 


mma 


n 


ds 




c 





r 


r e s 


P 





n 


d 


i 


n 


g t o 




r 


e 


s P 


e 


c t i v e 






icons 


a 


n 


d 


o t h e 


r 


task 


s 




a 


re e n t i 


r 


e 1 y d 


i f f 


e r e 


n 


t 


i n 




f 


u 


n c t 


i 





n 




a 


n 


d ef 


f 


e 


c 


t 


f 


r o m t 


h 


o s e 


of t h 


e 





t h 


er 1 


e v 


el . 




P 1 


e 


a s e k e e 


P 


this 


i n 


mi 


n 


d 


t 




a 


V 


o i d 




c 





n 


f 


u 


s i o n 






a 


s 


y 


o u mo 


V 


e 


about 


a 


n 


d 


cons 


i d 


e r y 





u r 




o pt i o n s 




The 


1 c 


o n s 




a n 


d 


k 


e 


y 


s t r 





k 


e 




c 





mma n 


d 


s 




f 


r 


each 




g a me 


level 


a 


r 


e 


d es c 


r i 


bed 


i 


n 


t 


he foil 





wing 


s e c 


t i 


n 


s . 











































WHAT THE I CONS MEAN 



Icons appear in 


t 


he 


t 


o p r 


i ght 


c 


r 


n e r 


of 


the c 


o mp u t 


e r 


s c 


r e e n . 


Th 


ey 


r e 


p r e 


s e 


nt 


many game functi 





n s , 




and 


c a n 


be 


a 


c t i V 


a t e 


d by 


p 1 a c i 


ng 


t h 


e mo u 


s e c 


u r s 


o r 


V 


e r 


t 


and clicking the 




but 


t 


o n . 


The 


r e 


a 


r e t 


wo 


ma j o r 


gr ou 


PS 


of 


icon 


s , c 


o r r 


e s 


p o n 


di 


ng 


the Map level an 


d 


Sc 


e 


n e 1 


e v e 1 


s c 


r 


e e n s 


of 


t h e 


g a me . 




The 


t wo 


g r o u 


ps 


of 


i c 


o n 


s 



described below. 
MAP LEVEL I CONS 



At t h 


e 


ma p level, 


the pi 


a y e r 


ma y us 


e 


the a r 


r o 


w c 


u r s o r k 


e y s , the 


mo u s e 


o r 


a 






j oys t 


i c 


k to mo v e 


his cur 


s o r o 


v e r t h 


e 


ma p , i 


c 


n s , 


or d i a 


log boxes 


Pr e 


s s 


i ng 




a 


but t o 


n 


will s e 1 e c 


t wh a t e 


v e r t 


he cur 


s 


r i s r 


e s 


t i n 


g on. 


All icons 


are f 


o u 


nd 


a 


t 


the t 


op 


-right sec 


t i o n of 


t h e 


screen 




Icon- 


a c 


t i V 


a t e d co 


mma n d s a v 


a i 1 a b 1 


e 


at 


t 


hi s 


level 


a 


re as foil 


o ws : 




























1) St 


at 


us Icon. 


Appears 


as a 


Cr y s t 


a 1 


Ball. 




Sel 


e c t i n g 


this icon 


wi 1 1 


di 


spl 


a 


y an 


i n f o r 


ma 


t i v e d i a 1 o 


g box r 


e 1 a t i 


on to 


t h 


e stat 


u s 


of 


the c u 


r r e n t 1 y s 


el e c t e 


d 


p a r 


t 


y. 


i n c 1 u 


di 


n g their n 


o b i 1 i t y 


and 


faith 


1 e 


v e 1 s , 


s t 


r e n 


g t h and 


vitality 


, and 


ot 


h e r 






facto 


r s 


, as shown 


b e 1 o w. 


An 


alert 


me 


ssage 


i s 


di 


s p 1 a y e d 


if no pa 


r t y is 


s 


e 1 e 


c 


ted. 



NAME HP HTH MAG COM ARM NOB FTH 







DI NAS 5 


5 




12 40 


8 


10 












HEBES 5 


5 




13 30 


8 


10 








The c 


o n t 


ents of the stat 


us display 


s c r 


een shown abo 


v e co 


n s i s t o 


f t h 


e f ol 


1 o wi n g 


e n t r i 


e s : 




















HP - 


Ma x 


imumHit Points. 


Shows the 


n u 


mb e r of hits 


in co 


mb a t a 


char 


a c t e r 


c a n 


take 


bef 


ore being killed 


Tougher 


c h a 


racters have 


mo r e 


hit p o i 


nt s . 


Kni 


ght s 


n a me d 


i n 


the game have 5 


each. 
















HTH - 


Sh 


ows the health of the chara 


c t e 


r , as the cur 


rent 


n u mb e r 


of h 


i t po 


i n t s 


left 


t 


the character. 


Usual 1 y, 5 


p o i 


n t s shows f u 1 


1 h e a 


1 t h, an 


d , 


for e 


x a mp 1 e , 


one h 


i t 


point will show 


the c h a r a c t 


e r 


i n GRAVE heal 


t h. 


Heal i n g 


p o t 


ions 


wi 1 1 


r e s t o 


r e 


the character to 


full heal t 


h ( 


and thus to f 


u 1 1 h 


it p o i n 


t s) . 






MAG ( 


Ra n 


ge - 100) - Sh 


o ws the lev 


el 


of ma g i c p o we 


r the 


c h a r a c 


t er 


can c 


o mma n d . 


The v 


a 1 u 


es are simple le 


v e 1 s . Nine 


v e , 


for e x a mp 1 e , 


be g i 


n s the 


g a me 


wi t h 


a value 


of 30 




Each use of magi 


c will 1 o we 


r t 


he levels of 


p o we r 


left t 


o t h 


at c h 


a r a c t e r , 


until 


t h 


e character can 


be restored 


by 


ma g i c a 1 me a n 


s , or 


by ma k 


i ng 


it to 


the end 


of t h 


e e 


pisode. Also, r 


e me mb e r t h a 


t f 


requent use of mag 


i c can 


help 


bui 1 


d u p a 



character's abilities to use magic. 



COM ( Ra nge 



25+) - Shows the hand-to-hand combat abilities of the character 
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Abi 1 i 


ty 


c a 


n i 


ncrease slightly 


wi 


t h each succ 


essive combat. 


The h 


i g h e r t 


h 


i s 




n u mb e 


r 


i s , 


t h 


e 


better. 


















ARM ( 


Ra 


nge 







10 0%) - ARMOR 


Lev 


els. All kn 


ights start the 


g a me 


with st 


a 


nd 


a r d 


plate 


a 


r mo 


r ( 


4 0%). S u b t r a c t i 


ng 


this n u mb e r 


from 100 shows 


the p e 


r c e n t a g 


e 


c 


h a n c 


to be 


h 


i t 


( i n 




mo s t cases 60%) 




Magical or e 


nchanted armor 


will i 


mp rove 


t 


h i 


s 


n u mb e 


r 


fur 


t h e 


r 


The higher t 


h e 


armor number 


, the better. 












NOB ( 


Ra 


nge 







20) - 10 i s av 


e r a 


g e . S h o ws t 


he Nobility lev 


el of 


the cha 


r 


a c 


ter. 


The a 


v e 


r a a 


e k 


n 


ight begins wit 


h 1 


e v e 1 s of 13- 


15. The higher 


the n 


u mb e r , 


t 


he 




b e t t e 


r . 


























F T H ( 


Ra 


nge 







20) - The char 


a c t 


e r ' s faith 1 


evels, his beli 


e f in 


God and 




t h 


e 


right 


n e 


s s 


of 


h 


is cause. The 


a v e 


rage n u mb e r 


is 0. Brother 


B a u d wi 


n , for 


e 


x a 


mp 1 e 


start 


s 


wi t 


h a 




level of 5 . T h 


e h 


i g h e r the n u 


mber, the bette 


r . 










1 n d i v 


i d 


u a 1 


c h 


a 


racters entries 


c a 


n be selecte 


d to display fu 


r t h e r 


i n f o r ma 


t 


i 


n 


about 


t 


h a t 


ch 


a 


racter, such as 


h i 


s followers 


and the invento 


r y of 


i t e ms t 


h 


a t 


h e 


is c a 


r r 


y i n 


g ■ 




To select a cha 


r a c 


t e r , press t 


he first letter 


of hi 


s n a me . 




1 


f 


there 


a 


r e 


s e v 


e 


ral with the sa 


me 


first c h a r a c 


ter, the cursor 


wi 1 1 


step to 




e a 


c h i 


turn. 




P r e 


s s 


ENTER when it is 


o n 


the one you 


wish. Alterna 


t i v e 1 y 


, mo v e 


t 


h e 




mo u s e 


c 


u r s 


o r 


t 


o the character 


yo 


u want mo r e 


information abo 


u t and 


s e 1 e c t 




h i 


m. 


2) Ar 


c h 


i v e 


1 c 





n. Appears as 


a n 


Unrolled S c r 


oil. Selecting 


this 


icon d i 


s 


Pi 


ays 


the A 


r c 


h i v 


e me 


nu, which has t 


wo 


options: to 


Load, or Save a 


g a me . 


The u 


s 


e r 




s e 1 e c 


t s 


a c 


c o r 


d 


ingly. You can 


up 


to 2 5 g a me s 


, under differe 


n t n a me s . 








3) Ti 


me 


Ra 


t e 


1 


con. Appears a 


s a 


n Hourglass. 


Clicking this 


icon 


allows 


y 


o u 


t 


s e 1 e c 


t 


bet 


we e 


n 


three game speeds 


: SLOWLY, ME D 1 ALLY, and QUI 


CKLY . 


The c u 


r 


r e 


nt 1 y 


s e 1 e c 


t e 


d r 


a t e 




is highlighted. 


E 


vents in the 


g a me will mo v e 


a c c o r 


d i n g 1 y . 









4 ) Ma g n 


i f 


y 


1 c 


n 


Appears as 


a 




Magnifying G 1 


a s 


s . Up o 


n 


s e 1 e c t 


i 


n 


of 




t 


hi s 


i c 


o n 




the cur 


s 


r 


wi 1 


1 


turn into a 


ma 


g 


nifying glass 




The gl 


a s 


s ma y 


be 




c 1 I 


c 


k 


ed 


u po 


n 


any 


1 o c a t i o 


n 


o n 


t h 


e 


Map level in 


di 


c 


a t e d by a 1 o c 


a t 


ion i c o 


n 


(lake, 


c 


i 


ty, 




t 


o wn 








v i 1 1 age 




c a 


st 1 


e 


, or fort), t 





P 


r o v i d e a c 1 o s 


e - 


up peek 


a 


t that 


s 


c 


e n e 




a 


nd 


any 






forces 


o r 


c 


h a r 


a 


c t e r which a r 


e 


t 


here. 




























5 ) Mo v e 


me 


nt 


1 c 





n . Appears a 


s 


a 


Knight on Ho 


r s 


e b a c k . 


S 


el e c t i 


ng 




t h i 


s 




i c 


n c 


a u 


s e s 


the cur 


s 


r 


t 


c 


hange into an 


a 


r 


r o wh e a d . In 


t h 


is mo d e 


t 


he p 1 a 


ye 


r 


wi 


1 


1 


s e 


1 ec 


t 


t h e 


party h 


e 


wi 


she 


s 


to mo v e , and 


t 


h 


e destination 


t 


o g o t o 




Once 


t h 


e 


pa 


r 


t 


y i 


s 






s e 1 e c t e 


d, 


t 


he 


c 


u r s o r will c h 


a n 


g 


e to a De s t i n 


at 


ion i c o 


n : 






















TO- > 












































The des 


t i 


n a 


t i 


n 


ma y be s p e c i 


f i 


e 


d, by a mo use 


c 


lick on 


a 


1 o c a t 


i 


n 


of 




t 


he 


ma p 






Only pa 


r t 


i e 


s u 


n 


der the playe 


r s 




control will 


r e 


s p o n d t 





such d 


i r 


e 


ct i 


V 


e 


s . 


1 f 


y 


o u 


change 


yo 


u r 


mi 


n 


d, press ESC 


o r 




r e s e 1 e c t the 


mo 


v e me n t 


i c 


on to 


ab 





r t 


t 


h 


e mo v e 


me 


nt 


c o mma n d 


a 


nd 


r e 


t 


urn to the no 


r ma 


1 ma p screen. 




Wh e n s e 


1 e 


c t i n g 


a 


d 


est 


i 


n 


a t i 


o n 


f 


r a 


c h a r a c t 


e r 





r f 





r c e , keep in 


mi 


n 


d that o b s t a c 


1 e 


s mu s t 


be 


avoid 


ed 




F 


i 


n 


d t 


he 


f 


r d s 


and b r i 


dg 


e s 


V 


e 


r rivers, the 


P 


a 


sses through 


t h 


e mo u n t 


a i 


n s , an 


d 


t 


r y 


t 





f i 


nd 


a 




route u 


s i 


ng 


r o 


a 


d s for ma x i mu 


m 


s 


peed. 




























6) Part 


y 


o r 


F o 


r 


ce Icons. Th 


ey 




appear as Her 


a 1 


die Shi 


el 


d s , d i 


r e 


c 


t 1 y 







n t 


he 


ma 


P- 


Parti e s 


u 


nd 


e r 


y 


our control, 


al 





n g with n e u t r 


a 1 


or e n e 


my 


force 


s 


t 


hat 




h 


a v e 


be 


e n 




d e t e c t e 


d, 


wi 1 1 




appear as shi 


el 


d 


s moving across 


the s c 


r e 


en. 1 


f 


t 


he 


c 


u 


r s o 


r i 


s 




c 1 i eked 





v e r a 




shield, the p 


a r 


t 


y or force wi 


1 1 


be i d e 


nt 


i f i e d 


i n 




a d 


i 


a 


1 og 


bo 


x . 





SCENE LEVEL I CONS 



1) Action Icon. Appears as a Mailed Fist. Upon selecting this icon, a dialog 
box with a list of options will be displayed. 
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PI CKUP DROP TALK USE 

SEARCH TRADE REQUEST MAG I C 

SEIZE GIVE BRIBE ATTACK 



The 


P 


r o 


P 


e r 


options wi 1 


1 c 


r 


r e s 


P 





n d to 


t 


he situ 


at 


i o n 




For e x a mp 1 e , 


it is not 


a 


good 




i d 


e 


a 


t o ATTACK t h 


e k i 


n 


d a 


n 


d 


g e n t 1 


e 


abbot 


of 


a 


mo n 


a s t e r y to o b t 


a i n what 


you 


need 






S 


u c 


h i n a p p r o p r i 


at e 


a 


c t i 





n 


s wi 1 1 




affect 


a s 


p e c 


t s 


of your c h a r a 


c t e r in 




u n p 1 


e 


a s 


a 


nt 


wa y s : in pa 


r t i c 


u 


1 ar 






FAITH 


a 


nd NOBI 


LI 


TY, 


be 


i n g critical 


el e me n t s 


of 


your 




c h 


a 


r a 


c t e r , ma y be 


we a 


k 


e n e 


d 




(not t 





me n t i o 


n 


Di v 


i n e 


Re t r i b u t i on 


upon your 




n o b 1 


e 


c 


a 


r c 


ass). 































Keep 


i n mi 


nd, 


al 


s o , 


that 


s 


me t 


hi 


ngs 


s 


i mpl 


y 


cannot be bought ( 


f or 


e x a mp 1 


e , good 


s a i 1 i 


n g we 


a t h e 


r ) 


, a n 


d the 


a 


c t s 


s u 


c h 


a s 


b r i 


bi 


ng may greater det 


a i 1 


under 


t he 


FAITH 


AND 


NOBI 


LI 


TY s 


e c t i o 


n s 


of 


t h 


i s 


ma 


n u a 1 













Di 


a 


1 og 


boxes 


will be 


d 


i s p 1 


a y ed , 


s h o wi 


ng 


the pi 


ay 


e r 


t he 


r e s u 1 t 


soft 


t a 


k 


e s . 


Every 


a c t i on 


a 


vail 


able 


under 


t h e 


Actio 


n 


c 


mma n d 


can a 


1 s o be 


a 


s 


i n g 1 


e keys 


t r o k e , 


wh 


i c h 


i s t h 


e firs 


t 1 


e t t e r 


of 


t 


he co 


mma n d : 


A for 



Exercising the ATTACK option opens up a whole new field, involving interactive 
combat sequences with mo use, keyboard, or joystick for individual combat, and 
ma n y c o mma nd options for full-scale army combat. All this is discussed in 
greater detail in Handling Co mb at/ Magic chapter. 

i e action he 
initiated by 
Attack, P 

in will mo v e 

i to see the 
'ed location, 
as described 
in he previous pages. 



for Pickup, and so on, 



2) 


Ma p 


Icon 




Appears 


a s 


a 


Ma p 


of 


E n g 1 a 


nd. 


Mo 


u s e - 


c 1 i 


eking t h i 


s i c 


t h e 


p 1 a 


y e r 


o u t 


to the 


Ma p 


Le 


v e 1 


di 


s p 1 ay. 














3) 


Stat 


us 1 


c o n 


Ap p e a 


r s 


a s 


a Cr 


ys 


t a 1 Ba 


1 1 . 


Yo 


u c a 


n c 


lick this 


i C 


c u r 


rent 


st a 


t us 


of t h o s 


e c 


h a r 


a c t e 


r s 


that 


a r e 


at 


t h e 


c u r 


r e n t 1 y d i 


s p 1 a 


Th 


e st 


a t u s 


di 


splay is 


i d 


e n t 


i c a 1 


t 


o that 


di s 


p 1 a 


y e d 


at 


the ma p 1 


e v e 1 



4) Gate 1 


con. 


Ap pe a 


rs as a Castle 


Gat e. 


Thi s 


icon 


c o mes 


i nt 


o p 


1 a y 


when 


you 


approach 


a c a s 


tie or 


other building 


which 


you 


can e 


n t e r . 


CI i 


cki 


ng 


on t h 


e Gate 


icon will 


a d mi 


t you 


inside. If a g 


ate or 


door 


i s V 


i s i b 1 e 


o n 


t h e 


c a 


st 1 e 


itself 



you also may mo use-click it to enter 
THE BASI C KEYSTROKE SEQUENCES 



Ke 


ys t r o kes 


c a n 


be 


used a 


s 


direct substit 


ut e 


s for icons 


At t 


i me s , 


i t 


ma 


y be 


f a 


s t e r or 


mo r e 


c 


n v e n i en 


t 


to employ keys 


t r o 


kes co mma n d 


is the 


first 


1 


et t 


e r of 


t h 


e desire 


d c o 


mma 


nd . Th 


e 


keystroke co mma n d 


s c o me in t 


wo sets 


, c o r r 


e s 


p o n 


ding 


t h 


e t wo 1 e 


v e 1 s 


of 


the g a 


me 


: Map level, 


and 


Scene 1 e v e 


1 . The 


k e y s t 


r o 


ke 


c o mma 


a r 


e not c a 


s e - s 


ens 


i t i v e : 


c a 


p i t a 1 or s ma 1 1 


1 e 


1 1 e r s will 


work e q 


u a 1 1 y 


we 


1 1 . 




Th 


e Map 1 e 


v e 1 


key 


stroke 


c 


mma n d s , listed 


be 


low, are: 












A 


ARCHI VE 


me n u 




A 1 1 o ws 


Sa 


ving of curren 


t g 


a me s , and r 


e s t o r i n 


g o f a 


P 


r e v 


i o u s 1 


s a 


v e d g a me 


A 


ny 


n u mb e r 


of 


g a me s ma y be 


s a v 


e d . A dial 


o g box 


wi 1 1 d 


i s 


p 1 a 


y a 1 1 


a v 


a i 1 a b 1 e 


save 


d g 


a me s . 


An 


y game can be 


sel 


e c t e d with 


the mo u 


s e cur 


s 


r . 


The 


s u 


b - c o mma n 


ds f 


o r 


the Arc 


h i 


v e me n u are: 
















S 


To SAVE 


a c u 


r r e 


n t g a me 




This me t h o d i 


s h 


i g h 1 y r e c o mme n d e d 


for pi 


ay 


e r s 


wh o 


wi 


s h to re 


play 


di 


f f i c u 1 t 


s 


ituations in t 


he 


g a me , or to 


r e s u me 


later 








L 


To LOAD 


a p r 


e v i 


o u s 1 y s 


a v 


e d g a me . 

















G GO co mma n d 



Commands your character to move whatever destination you select 
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a castle, town, or city, a spot in the country, or some other force or character 
you wish to pursue. 

M MAGNIFY command. Allows you to zoom in on your selected region. The SCENE 
level action-animation screen will be shown. 

P PAUSE game. Press any key to unpause. 

Q QUITE/SOUND Toggle. Allows you to toggle on/off the music and sound effects 
of the g a me . 

S STATUS command. A status dialog box will appear, giving information about any 
character or force you have selected. If you have not already selected a 
character or force, an alert box will appear. 



T TIME RATE menu. Allows you to switch between the three operating speeds of 
the game: SLOWLY, MEDIALLY, and QUICKLY. 



CONTROL- X 


EXIT g a me . 


A d i a 


1 og 


box will 


app 


e a r 


, ask 


i n g y o 


u 


i f 


yo 


u 


are s u r 


e y 


u 


wish to 1 e 


a v e . Type 


Y or N 


a s 


a reply. 


1 f 


yo 


u wi s 


h t o s 


a 


v e 


you 


r 


g a me , y 


o u 


mu s t 


do so b e f o 


re s e 1 e c t i 


n g the 


EXI 


T option. 


Th 


e S 


c e n e 


Level 


k 


ey s 


t r o 


ke 


c o mma n 


ds , 





listed below, are: 

A ACTION command. Corresponds in function to the Action icon at the Scene 

level. Striking this key will give you all the options of the Action dialog 
box, including: 

PI CKUP DROP TALK USE 

SEARCH TRADE REQUEST MAGI C 

SEIZE GIVE BRIBE ATTACK 



These o 


pt I 


o n s 


may be select 


e d wit 


h t h 


e mo u s 


e o 


r J 


o y s t i 


c k. 


Any of t h e s 


e co mma n d s 


can a 1 s 


o b 


e g i 


ven by pressi 


n g the 


f i r 


st 1 et 


t e r 


of 


t h e 


d e s 


i r e d co mma n d s 


: P f o r 


Pi c k u p , 


R 


for 


Request, and 


so on. 


Ea 


c h of 


t h e 


s e 


c o mma 


n d s 


will be foil 


owed by 


a p p r o p r 


i at 


e p r 


o mp t s for you 


to s e 


1 ec t 


wh a t 


t 


pi c 


k up, 


ho 


w mu c h to b r i 


be with, 


e c t . 



























G GATE command. Pressing this key will allow the player to enter through castle 
gates or doors, where appropriate. 

M MAP command. Pressing this key will move the player back out to the Map 
I e v e I . 

P PAUSE game. Press any key to unpause. 

Q QUITE/SOUND toggle. Allows you to toggle on/off the music and sound effects 
of the g a me . 

S STATUS command. Displays the current status of the character or force 
displayed in the current scene. 

CONTROL-X EXIT game. A dialog box will appear, asking you if you are sure you 
wish to leave. Type Y or N as a reply. If you wish to save your game, you must 
do so before selecting the EXIT option. 

HANDL I NG COMBAT/ MAGI C 



I NDI VI DUAL COMBAT 
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At 


a 


ny 


t i me t 


h 


e 


c h a r a c t 


e r 


y 


u 


c 


o n t 


r o 


1 


ma y be 


c ha 1 


1 e n 


ge 


d 


t 


c o mb a 


t , 


o r 


you 


ma 


y 


f i 


nd 


i t 


n e c e s 


s 


a r 


y t o c h 


a 1 


1 e 


n g e 




o r 


at 


t 


ack. Th 


e c h 


al 1 


e n 


g 


e ma 


y be 


s i 


mpl e 


c 


n t e 


s t 


of 


a 


r ms 


or it 




mi 


ght be 


a 


f i 


ght 




t 


t h 


e 


death. 


1 f 


you 


a 


r 


e a t 


t he 


ma 


p 1 e 


v e 1 


wh 


e n 


t h 


i s 


ha 


p p e n s , 




yo 


u wi 1 1 


be 


g 


i v e 


n 


t h 


e 





p t i o n to 


wa t 


ch/ 


c 


n 


t r o 1 


t he 


c 


mb a t 


o r 


t 




i g 


n o 


r e 


it and 




j u 


st hear 


a 


bo 


ut 


t 


he 


r e 


s 


u 1 t s . 1 


f y o 


u e 


1 e 


c 


t t 


wa t c 


h, 


you 


wi 


1 1 


be 


br 


o u 


ght 


to t h 


e 


s 


c e n e 1 e 


v e 


i , 


sh 





wi n 


g 


y 


our char 


a c t e 


r 1 s 


s 


i 


t uat 


ion a 


nd 


opp 


one 


nt s 





Wh e n 


i n 


d i v i d u a 


1 


c 


o mb a t be 


gi 


n s 




bot 


h fighters 


wi 1 1 b 


e under 


t 


h 


e i 


r o 


wn con 


t r o 


1 


a 


wi 1 1 


f i 


ght wit 


ho 


u 


t your i 


nt 


e r 


v e 


nt i 


on. If you 




think 


that y 


o u 




c a 


n d 


o b e t t 


e r , 






s e 1 e c 


t 


MANUAL 


C 


n 


t r o 1 or 


i u 


s t 


n 
r 


res 


s the SPACE 




BAR t 


o take 


V 


e 


r 


per 


s o n a 1 


con 


t r 


o 


of y o 


u 


f i g h t e r 






In this 


mo 


d e 




you 


can contro 


I 


t h e 


mo v e me n 


t 


a 


n d 


b 1 


o ws of 


h i 


s 




fight 


e r 


Ther 


e 


a 


re two s 


e d 


a r 


a t 


e a 


ttack modes 




P r e 


s s i n g j 


oy 


s 


t i 


c k/ 


mo u s e 


b u t 


t 


n 


1 , or 


t 


he 1 NS 


ke 


V 

j 


gives 


V 


u 


a 


s 1 


w but power 


f 


u 1 V 


e r h e a d 


bl 





w. 


Pr 


e s s i n g 


bu 


t t 





2 o r 


t h 


e Del k 


e v 




gives y o 


u 


a 


mu 


c h 


faster but 


1 


ess d 


a ma g i n g 


t 


h 


r u 


s t 


attack 




T h 


e 


t i mi n 


g 


and s e q 


u e 


n 


c i n g of 


t h 


e s 


e 


di f 


f e r e n t a t t a 


c 


k s wi 


II work 


d 


i 


f f 


e r e 


n t 1 y a 


g a i 


n s 


t 


d i f f e 


r e 


n t kind 


s 





f o p p o n e 


nt 


s . 




You 


'II have to 




e x p e r 


i me n t t 





f 


i n 


d t 


he b e s 


t 






p o s s i 


bl 


e c o mb i 


n a 


t 


ions. 


































If y o 


u 


retreat 


a 


s 


a blow 


i s 


b 


e i 


ng 


struck by a 


n 


o p po 


n e n t , a 


ny 




da 


ma g 


e r e s u 


1 t i 


ng 




wi 1 1 


be 


h a 1 v e d 






Your opp 


o n 


e n 


t , 


ho 


we v e r , will 




a d v a n 


c e t o o 


c c 


u 


py 


t h 


e g r o u 


nd 


yo 


u 


just 


1 e 


ft. Du 


r i 


n 


g c o mb a t 




t h 


e 


c h a 


r a c t e r 1 s an 


i 


ma t e d 


f i g u r e 


wi 


1 1 


de 


fault 


t 


t h 


e 


Parry 


P 


o s i t i on 








































Wat c h 


c 


1 o s e 1 y 


wh 


e 


n you st 


r i 


ke 


a 


bl 


o w, as your 




o p p o n 


e n t has 


a 




go 


od 


chance 


of 






f a 1 1 i 


ng 


back. 


1 


f 


so, you 


c 


a n 


a 


d v a 


nee. You c 


a 


n a 1 s 


o opt t 





r 


et 


r e a 


t , and 


s e 


nd 




a n o t h 


e r 


f i g h t e 


r 


i 


n t o the 


C 


mb 


at 


by 


s e 1 e c t i n g 


a 


char 


a c t e r f 


r o 


IT 


i t 


he 


c o mb a t 


di 


a 1 





box a 


nd 


c o mma n 


di 


n 


g h i m t o 


a 


t t 


a c 


k. 


Also, d u r i 


n 


g a f 


i g h t an 


y 


c 


ha 


r a c 


t e r * e 


v e n 






b y s t a 


nd 


e r s t h a 


t 


a 


re not a 


c t 


u a 


1 1 


y f 


i g h t i n g ) c a 


n 


be c 


o mma n d e 


d 


t 





USE 


s o me 


i t e 


m 





CAST 


a 


ma g i c s 


pe 


1 


1 . You 


c a 


n 


s t 


r e n 


g t h e n a f r i 


e 


n d or 


weaken 


h 


i 


s 


opp 


o n e n t 


wh i 


1 e 




they 


a r 


e busy 


wi 


t 


h their 


ba 


t t 


1 e 





























ARMY COMBAT 



Whe 


n hostile a 


r mi 


e s a 


ppr 





a c 


h e a 


c h 




ot 


h e r 


You 


can choose 


t 




i g n 


o r e 




t h 


e c o 


mi 


n 


g 


bat 


c a n 


chose to o 


bs e 


r 


v e 


and 




wa 


t ch 


t h 


e 


e 


bb 


t h e 


casual t i e s 


a s 




t h e 


y \ 





c c 


u r . 


F 


i 


n a 


1 1 y 


t h e 


Round Tabl 


e a 


n 


d t 


r y 


t 





i mp r 


o v 


e 


t 


h e i 


t a c 


tics. Wh e n 


a 


b 


a t t 


1 e 


b 


eg 


ins, 


y 





u 


wi 1 


o r 


1 GNORE 1 T. 


Th 


e 


1 a 


t t e 


r 





p t i 


n 


wi 1 


1 s 


c a s 


u a 1 t i e s wit 


h o u 


t 


s h 


o wi 


n 


g 


you 


t h 


e 


b 


a t t 


1 ea 


d e r ma y be 


c h a 


1 


1 e n 


ged 




t 


s i n 


gi 


e 


c 


o mb 


o r 


by a c a p t u r 


ed 


f 


o e . 


1 


f 


y 


o u a 


c c 


e 


Pt 


, i 


1 OS 


e r 1 s forces 


wi 


1 


1 b 


e d 


i 


s P 


e r s e 


d. 








Du r 


i n g a r my c o 


mb a 


t 


, a 


s ma 


1 1 


g r a 


ph 


i 


c 


s c r 


t h e 


forces s h o 


wn 


i 


n s 


eve 


r 


e 


mi n i 


at 


u 


r e 




1 i s 


ted by n a me 


o r 




by 


c 1 i 


c 


ki 


n g o 


n 


t 


he 


f 


Adj 


a c e n t to t h 


e 1 


i 


s t 


of 


f 


o r 


c e s 


a r 


e 


t 


he 


you 


r orders. 


Whe 


n 


eve 


r y 





u 


s e 1 e 


c t 




a 


c h a 


opt 


ions will b 


e e 


n 


abl 


ed. 




Th 


e s e 


i n 


c 


1 u 


de: 



CHARGE ENGAGE 
MAGI C FLANK 
DO ROUND 



, you wi 1 


1 be of 


f e r e d s e v 


eral options. 


tie and j 


u s t h e a 


r the res 


u 1 t s . Or , you 


and flow 


of the 


battle wi 


th a display of 


, you can 


choose 


to co mma 


nd the forces of 


r showing 


in bat 


tie with 


your superior 


1 first b 


e asked 


if you wi s h to GO THERE 


i mp 1 y g i v 


e you t 


he report 


of the 


1 e itself 


1 n s 


o me cases 


, your a r my 


at by the 


1 e a d e r 


of the o 


pposing force\s 


n d i v i dual 


c o mb a t 


will res 


ul t . The 


e e n of t h 


e bat t 1 


e f i e 1 d wi 


II appear, with 


Each of t 


he r e 1 e 


v a n t fore 


e s will be 


r c e on t h 


e bat t 1 


e f i e 1 d d i 


s p 1 ay. 


c o mma n d o 


p t i o n s 


that you 


can use to issue 


r a c t e r or 


force, 


the r e 1 e 


v a n t co mma n d 


US 


E ITEM 







RETREAT 



These seven menu options give the player considerable flexibility for battle 
strategy. The commands con be issued to any forces under the player's control 
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The force co mma n d e d 


to CHARGE 


wi 1 1 i 


n 


flic 


current round, at th 


e cost of 


g r e a t e 


r 


1 OS 


ENGAGE places the fo 


r c e into n 


o r ma 1 


c 


o mb a 


If the RETREAT co mma 


n d is give 


n , the 




fore 


line of battle, and 


cannot i n f 


1 i c t 


r 


s uf 


reaches its stopping 


point, an 


d i s a 


i 


v e n 


leave the field alto 


g e t h e r . 








Wh en you are fightin 


g in the f 


i e 1 d , 


a 


n d y 


forces, you will be 


advised by 


your 


a 


s s i s 


losses and pro mp ted 


to retreat 


1 f 


y 


o u a 


advice will come muc 


h earlier, 


wi t h 


c 


a s u a 


since the walls of y 


our d e f e n s 


e s are 




such 


you are hopelessly o 


u t n u mb e r e d 


by t h 


e 


e n e 


fall back back will 


not be ava 


i 1 a b 1 e 






The USE option is av 


a i 1 a b 1 e on 


to CO 


mma n d 


teh combat; e.g., th 


e Cr o wn of 


Co mma 


n 


d. 


MA GIC is an option r 


eserved fo 


r c o mb 


a 


t a nt 


The FLANK co mma n d is 


only a v a i 


1 abl e 


t 


o k n 


c o mma nded that force 


will be o 


u t of 


c 


o mb a 


crushing force in th 


e next. 








Any time during batt 


1 e , forces 


can h 


a 


v e n 


the mo use cursor on 


the force 


and s e 


1 


e c t i 


available to certain 


forces ( s 


u c h as 




MAGI 


ghosted. For exampl 


e , Archers 


can o 


n 


1 y e 


The DO ROUND opt i on 


in a r my c o 


mb a t , 


h 


o we v 


available to the pla 


y e r until 


he fin 


d 


s t h 


allows players to is 


sue co mma n 


d s to 


i 


n d i v 


instead of one long 


block of r 


e a 1 t i 


me ) . 


ROUND option is ghos 


ted. 









THE USE OF MAGI C 



t q r 


e a t e 


r d a ma g e 


to the e n e 


my i n t 


h e 


s e s 


i n t 


he next 


round. 






t mo 


d e . 










e co 


mma n 


d e d will 


be taken o 


u t of t 


h e 


f e r 


f u r t 


her c a s u 


a 1 t i e s . If 


the f o 


r c e 


a n o t 


h e r 


retreat 


c o mma n d , t h 


e force 


wi 1 1 


o u h 


a v e 


lost mo r 


e than half 


your 




t a nt 


s t h 


at you h 


a v e s u f f e r e 


d heavy 




r e d 


e f e n 


ding a c 


i t y or fort 


r e s s , t 


hi s 


1 t i e 


s o f 


only on 


e eighth of 


your f 


o r c e s 


a c 


o n v e 


n i e n t as 


set to your 


c o mb a t 


1 f 


my i 


n t h 


e fight, 


however, t 


he o p t i 


on to 


e r s 


wh o 


wish to 


use objects 


of power in 


s wh 


o ha 


v e spell 


-casting a b 


i 1 i t i e s 




i ght 


s . 


Once f 1 a 


nking has b 


e e n 




t f 


r on 


e round, 


but can s t 


r i k e wi 


t h 


e w o 


r d e r 


s given 


to them, by 


c 1 i c k i 


ng 


n g f 


r o m 


the co mma n d me n u . 


Op t i o n s 


n o t 


C t o 


a f 


o r c e of 


archers) wi 


1 1 be 




n g a g 


e an 


d r e t r e a 


t , and flan 


k . 




e r , 


i s s 


p e c i a 1 a 


n d will not 


be 




e Cr 


o wn 


of Comma 


n d (a ma g i c 


i t e m t 


hat 


i d u a 


1 s a 


n d force 


s in c o mb a t 


rounds 




Unt 


i 1 t 


he Cr o wn 


is d i s c o v e 


red, t h 


e DO 



Magic aboun 


d s in Art 


hu 


r i a n 


Brit 


a i n . 


Mu c h 


of 


it can b 


e us 


e d by 


a n 


y b o 


dy, 


without n a t 


i v e ma g i c 


al 


abi 1 


i ty. 


The 


s e it 


e ms 


i n c 1 u d e 


t h e 


Runic 


Bl 


a d e 


i n 


C a me 1 o t 1 s t 


r e a s u r y , 


a n 


d the 


h e a 


1 i ng 


and v 


i t a 1 


i t y p o t i 


o n s 


a v a i 1 a 


bl 


e f 


r o m 


apothecary 


or healer 




Ot he 


r ma 


g i c a 1 


we a p 


o n s 


and a r ma 


me n t 


s ma y 


ma 


ke 


you 


fighters fa 


r s t r o n g e 


r 


in co 


mb a t 


than 


u n a i 


ded 


n i g h t s . 













Other Spel 


1 


s and magical i 


t e ms can o 


n 1 y be 


used 


by 


the Dr 


uidic magic users 


s u c 


h 


as N i n e v e 


a 


nd Morgan Le Fa 


y . N i n e v e 


1 s Shi 


elds 


p e 1 


1 , the 


F a s c i n u 


m Laxus scr 


ol 1 




and He 1 y e 1 


s 


Book are items 


of this t 


ype. 
















A third c 1 


a 


s s of ma g i c a 1 i 


t e ms are t 


he hoi 


y o b j 


ect 


s which 


can on 


1 y be used 


by 




clerics or 




others with ver 


y high f a i 


t h. 1 


n the 


ha 


n d s of 


the f a i 


t hf ul , the 


Hoi 


y 


Wa t e r will 




restore health 


(the h i g h e 


r the 


faith 


, t 


he mo r e 


effect 


i v e the 






r e s t o r a t i o 


n 


) . The Blessed 


Cross can 


only 


be us 


ed 


by the 


mo s t fa 


i t h f u 1 c 1 e r 


i c s 




and then o 


n 


ly sparingly. 




















E f f e c t i v e 


u 


s e of ma g i c ma y 


ma k e the 


differ 


e n c e 


bet 


ween t h 


e wi n n i 


n g and 1 o s i 


ng 


i 


your fight 




against evil. 


The best a 


d v i c e 


to be 


g i 


v e n a b o 


u t ma g i 


c (Clerical 


a n 


d 


Dr u i d i c ) i 


s 


to keep a shar 


p lookout 


for it 


So 


me 


ma g i c i 


t e ms w i 


1 1 be 
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b e n e f i c i a 1 


, while other 


ma y 


be da 


n g e r 


o u 


s . Fin 


d 


them, 


1 


e a r 


n 


t h 


e i r s t r e n 


q t 


h s and 


weaknesses 


, d e t e r mi n e wh 


o c 


an use 


t h e 


m 


mo s t e f 


f 


e c t i v e 


1 V 


, a 


n d 


s 


a v e them 


f 


r when 


they can do the most goo 


d . 


Never 


wa s 


t e 


ma g i c 


c 


a s u a 1 1 


v . 














HI NTS FOR 


SUCCESS 






























ARTHUR 1 S E 


ngland was not 


a 


h a r mo n 


i o u s 


u 


n i o n of 




k n i g h t 


s 


and 


k 


i n 


g s of the 


r 


e a 1 m, 


cheerful 1 y 


banding toget 


h e r 


to do 


bat 


t 1 


e with 


e 


v i 1 . 


To 


n a 


me 





n e p r o mi n 


e n 


t 


e x a mp 1 e f r 


o m t h e tales: 


S i 


r Ga wa 


i n , 


1 e 


a d e r of 




L o t h i a 


n 


and 


t 


h e 


K n i ghts 


of 




Orkney, ha 


s had a long-s 


tan 


ding f 


e u d 


wi 


t h Lane 


e 


lot an 


d 


h i s 


c 


1 a 


n . At t h 


e 


t i me 


depicted i 


n the game, Ga 


wa i 


n i s d 


e a d . 




Ot h e r k 


n 


ights 


( s 


u c h 


a 


s 


Sir Villa 


r s 


o r 


Ga h a 1 a n t i n 


e) may continu 


e t 


he v e n 


det t 


a . 


Thus , 




s e n d i n 


g 


a n 


Or 


k n 


e y knight 


t 





rescue Lan 


celot may have 


ba 


1 ef u 1 


ef f e 


c t 


s . Fur 


t 


her d e t a 


i 1 s 


r 


e a 


a r d i n g fa 


mi 


1 y 


feuds can 


be found in th 


e a 


1 o s s a r 


V . 
























Several k n 


ights will hav 


e b 


e 1 1 e r 


s p e e 


d 


of mo v e 


me n t in 


t 


he 


f i 


el 


d than o t 


he 


r s . 1 


faster k n i 


ghts are used 


a s 


a lead 


e r i 


n 


p u r s u i n 


g 


a qua 


r r 


y. 


t h 


e 


rest of t 


h e 


party 


will mo v e 


at his speed. 






























Also, keep 


a watch out f 


o r 


any of 


you 


r 


k n i ghts 




wh o ma 


y 


hav 


e 


a n 


aptitude 


f 


o r 


ma g i c use. 


They may be 


use 


f u 1 as 


al 1 


i e 


s for y 





u d r u i 


di 


c ma g 


i c 


users. 


Kn 


ights 


with an u n 


usually high f 


a i t 


h ma y 


be a 


b 1 


e to us 


e 


s o me 


of 


t h 


e 


h o 


1 y object 


s 


of 


p o we r . 
































Throughout 


your tenure a 


s r 


u 1 e r of Br 


i t 


a i n , y o 


u 


wi 1 1 


be 


f a 


c e 


d 


with n u me 


r o 


u s 


c h a 1 1 e n g es 


and quests th 


a t 


you mu 


s t a 


c c 


o mp 1 i s h 




to k e e 


P 


t h e 


r 


e a 


1 m intact 




Wh i 1 e 


you mu s t a 


Iways succeed 


i n 


these 


task 


s 


to r e ma 


i 


n the 


r i 


ght 


f u 


1 


king, the 


y 


a r e 


not, in t h 


ems elves, the 


u 1 t 


i ma t e 


goal 





f a goo 


d 


ruler 




Yo 


u 


mu 


st r e u n i t 


e 


t h e 


scattered 


f r a g me n t s of B 


r i t 


a i n to 


a v e 


r t 


the Da 


r 


k Ages 


t 


hat 





t h 


e r wi s e wi 


1 1 


s u r e 1 


follow the 


breakup of Ar 


t hu 


r 1 s re 


a 1 m. 




R e c r u i t 


i 


n g f r i 


e n 


dl y 


k 


i n 


g d o ms is 






a c c o mp 1 i s h 


ed by doing go 


od 


deeds 


f or 


t h 


e i r lea 


d 


e r s , s 


u c 


h a 


s 


s a 


v i n g an a 


1 1 


y ' s 


towns or p 


eople fromthr 


e a t 


s , aid 


i n g 


a n 


ally i 


n 


bat t 1 


e , 


a n 


d 


s a 


v i n g i n n o 


c e 


nt 


dependents 


that have bee 


n k 


i d n a p p 


ed. 


The u n i o 


n 


of t h 


e 


r e a 


1 m i 


s the u 1 t 


i ma t e 


goal of y o 


u kingship. A 


s a 


r e s u 1 


t , ma n 


y side 


q 


u e s t s 


wi 


1 1 


c 


me 


your way 




and 


ma n y mu s t 


be pursued to 


a i d 


i n bu 


i 1 d i 


ng 


your f 


i 


n a 1 v i 


c t 


o r y 













THE ROL ES OF FAITH AND NOBILITY 



Faith a 


n d No b i 


1 i t y 


de 


t er 


mine the 


b 


a s i c c 


h 


a r a c 


t er 


and q u 


al 


i t i e 


s 





f 


Ki 


ng 




Const an 


tine an 


d t h 


o s e 


u n 


d e r his c 





mma n d . 




The 


s e 


two qua 


1 i 


ties 


s 


e 


t 


t h 


e Knights 


of 


the R o u 


nd Tabl 


e a p 


a r t 


f 


r m t h e e v 


e 


r y d a y 


a 


n d e 


v i 1 


c h a r a c 


t e 


r s i 


n 


t 


he 


g 


a me . E v i 


1 


c h a r a c t 


e r s , by 


def 


i n i 


t i 


n , have 1 


i 


t t 1 e f 


a 


i t h 


and 


n o b i 1 i 


ty 


t 


be 


g 


i n 


with. F a i 


t h 


and nob 


i 1 i t y, 


i f e 


mp 1 


o y e 


d with d i 


s 


c r e t i o 


n 


and 


c a 


re, can 


p 


r o v i 


de 




yo 


u 


with an edge 


in g e 1 1 


i n g t h i 


n g s 


don 


e . 


Converse 


1 


y. i f 


a 


k n i 


ght 


1 s at t r 


i b 


u t e s 





f 


f 


a i 


t h and 




n o b i 1 it 


y are a 


b u s e 


d a 


nd 


d i s r eg a r d 


e 


d, it 


c 


an s 


p e 1 


1 doom 


f 


r t h 


at 




c h 


a r 


a c t e r . 




FAITH c 


an be c 


o n s i 


d e r 


ed 


as an u n s 


h 


a k a b 1 e 




bel i 


ef 


in God . 




Res u 


1 t 


i 


ng 


f 


r o m this 


i s 


the c h a 


r a c t e r 1 


s st 


r o n 


g b 


e 1 i e f in 


u 


1 t i ma t 


e 


v i c 


t or 


y : a c o 


nf 


i d e n 


c e 




t h 


at 


, c o me wh 


at 


ma y , hi 


s cause 


i s 


j u s 


t a 


n d will b 


e 


r e wa r 


d 


ed. 


Wi 


t h high 


f 


a i t h 


c 





me 


s 


the a b i 1 i 


t y 


to use 


c 1 e r i c a 


1 ma 


g i c 


s u 


c h as h e a 


1 


i n g p r 





t e c t 


i o n 


, p r o p h 


e c 


y. a 


nd 




i 


n 


e x t r e me 




cases, 


divine 


i n t e 


r v e 


nt i 


on. Fait 


h 


is an 




esse 


nt i 


a 1 q u a 1 


i t 


y f o 


r 


g 





d 


k n i ghts, 




c 1 e r i c s 


, mo n k s 


and 


ot 


h e r 


holy c h a 


r 


a c t e r s 


























Faith d 


eel i n e s 


i f 


you 


a r 


e hurt d u 


r 


i ng a 


f 


i ght 


, a 


re fore 


ed 


t 


wi 


t 


hd 


r a 


w during 


a 


f i ght , 


or r e t r 


eat 


f r o 


m a 


ba t t 1 e 






























E n c o u n t 


e r i n g d 


e mo r 


a 1 i 


z i n 


g e n e mi e s 




or o p p 





n e n t 


s , 


or an e 


xt 


r e me 


i y 




po 


we 


r f u 1 ma g i 


c 


attack 


or a d e 


mo n , 


a 1 


s 


can i n d i r 


e 


c t 1 y d 


a 


ma g e 


a 


k n i ghts 


f 


a i t h 


i 


e 


v e 


1 , 


d es p i t e 


t h e 


o u t c o me 


of the 


c o n 


f 1 i 


c t . 


The way 


s 


to in 


c 


r e a s 


e o 


r r e s t o 


r e 


a c 


ha 


r 


a c 


t e 


r ' s faith 
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1 e v e 


Is i n c 1 


ud 


e : s 


u c 


c 


ess in b a t t 


1 e 


or single c o 


mb 


a t , 


the use of r 


e 1 i g i 


o u s 




a r t i 


fact, o 


r 


me d i 


t a 


t 


ion in a c h 


ape 


1 , a mo n a s t e 


r y 


, o 


r a cathedral 


Th 


e char 


a c t e r 


mu s t 


be t a k 


e n 


t 


a 


h 


o 1 y place, 


and 


left there 


by 


P r 


e s s i n g ' M' ( o 


r s t r 


iking 


t h e 


MAP 


Icon) t 





q o t 





t 


he ma p 1 e v e 


1 , 


for co mma n d i 


n q 


ot 


her character 


s i n 


the g a 


me . 


NOBI 


L 1 TY is 


, 


esse 


nt 


i 


ally, the p 


o we 


r of co mma n d 




Th 


is p o we r e n c o 


mp a s s 


e s asp 


e c t s 


o f c 


h a r i s ma 




char 


m, 




and honor. 


Do 


ing good dee 


ds 


, s 


uch as rescui 


n g ma 


i dens, 




c a p t 


u r i n g ( 


r a 


t he r 


t 


h 


an killing) 


a 


foe, or s a v i 


n g 


a 


village from 


r o b b e 


r s , 




e n h a 


n c e s y o 


u 


n o b i 


1 i 


t 


y . 1 f a q o 


od 


knight c o mmi 


t s 


a n 


atrocity sue 


h as 


e x e c u t 


ing a 


p r i s 


oner, a 


1 1 


a c k i 


n a 




a innocent 


per 


son or a v i 1 


1 a 


o e , 


his nobility 


1 e v e 


Is are 




d a ma 


g e d . A 


n 


a c t 


of 




o mi s s i o n , s 


u c h 


as d e c 1 i n i n 


q 


t 


rescue a ma id 


en in 


d i s t r 


ess 


(due 


, p o s s i 


bl 


y. t 





t 


i me c o n s t r a 


i nt 


s ) ma y also 


af 


f ec 


t nobility 1 e 


v e 1 s . 


A 




c o wa 


r d 1 y re 


t r 


eat 


f r 





ma dangero 


u s 


foe will a 1 s 





h a v 


e adverse eff 


e c t s . 






On s 


o me o c c 


a s 


ions 




d 


u r i n g a que 


s t , 


it ma y be n 


e c 


ess 


a r y to c o mmi t 


d a ma 


g i n g a 


c t s 


t o a 


c h i eve 


a 


goal 






For e x a mp 1 e 


v 


ou may need 


t 


t h 


reaten or eve 


n for 


c i b 1 y 


seize 


an o 


b j e c t f 


r o 


m ma 


r 


e 


cal ci trant 


pea 


sant. Such 


a c 


t s , 


however, can 


be a 


toned 


f o r 


by t 


he d o i n 


g 


f o g 





d 


deeds. In 


t h 


e end, damag 


i n 


g a 


cts MUST be a 


toned 


for i 


f 


your 


c h a r a 


ct 


e r i 


s 


t 


o ma i n t a i n 


hi s 


1 e a d e r s h i p 


qu 


a 1 i 


ties. 








Such 


an act 


i 


n ma 


y 


n 


o t be fatal 


i n 


that regard 




but 


if a c h a r a c t 


e r 1 s 


1 e v e 1 s 


of 


fait 


h and n 


ob 


i 1 i t 


y 


d 


e c 1 i n e s u f f 


i c i 


e n t 1 y , that 


c h 


a r a 


c t e r ma y turn 


t o e 


v i 1 an 


d 


(for 


e x a mp 1 


e) 


r i d 


e 


d 


i r e c t 1 y to 


Mo r 


g a n 1 s castle 


a 


nd 


offer her his 


s e r v 


ice as 


one 


of h 


e r mini 


o n 


s . 


Th 


u 


s it is i mp 


or t 


ant to your 


c h 


a r a 


c t e r , and to 


your 


k n i g h t 


s , ot 


ma i n 


tain a c 


c e 


p t a b 1 e 




levels of f 


a i t 


h and n o b i 1 i 


ty 













EPISODES OF THE GAME 



We have now come to th 


e heart of o 


u r g a 


me 




d 


e s c 


r i 


pt I 


o n : 


t h 


e 


e p 


i s 





de 


s 





f S 


P 


1 Rl T 


EXCAL 1 BUR. They es c a 1 


ate in t e n s i 


on an 


d 


c 





mp 1 


e x 


i ty 


, r 


ef 1 


e c 


t i 


ng 




t h 


e 


i 


n c r 


e 


a s i n g 


power of your characte 


r as he me e t 


s his 


s 


u 


c 


c e s 


s i 


v e 


c h a 


1 1 e 


ng 


e s 






Yo 


u 




of 




c o u r s 


are Lord Constantine. 


The scenari 


OS, i 


n 


a 


s 


c e n 


di 


ng 


o r d 


e r , 


a 


r e 


a 


s 


f 





i ! 


ws 






EPI SODE ONE - THE Kl NG 


MA K 1 NG 








































You, as Lord Constanti 


ne, have jus 


t bee 


n 


i 


n 


for 


me 


d o 


f A 


r t h 


u r 


' s 


d 


e 


at 


h 




As 




hi s 


Crown Regent, you are 


his mo s t 1 i k 


e 1 y s 


u c 


c 


e 


S S 


r . 


Y 


o u 


a r e 


i 


n 


Yo 


r 


k, 




a n 


d y 





u mu s 


make your way back to 


Ca me 1 o t to c 


1 a i m 


t h 


e 




t h r 


o n 


e . 


On 


yo 


u r 


j 


u 


r 


n e 


y 




you 




wi 1 1 


co me across many nobles, soldiers, 


and 


e v 


e 


r 


y d a 


y 


peo 


p 1 e 


wh 





ma 


y 


a 


s k 




f 


r y 





u r 


help, or me rely offer 


advice to y o 


u . 






































It is wise to pay heed 


to them. 1 


f you 


r 


c 





n d u 


ct 


i s 


t i 


me 1 


y 


a n 


d 


c 


hi 


V 


al 


r o u 


s 


, you 


will be rewarded with 


the Crown of 


Ar t h 


u r 




s 


Re 


al 


m. 



























EPISODE TWO - THE RETURN OF LANCELOT DU LAC 



As Arthur's 


successor, Co 


n s 


t a nt 


i n e lacks 


t h e 


g r e 


a t e r part 


of 


Ar 


t hu 


r 1 s 


P 


o we r . 


Britain has 


been frag me nt 


ed 


, wi 


t h f o r me r 


f ol 


1 o we 


r s of Art 


h u r 


c a 


r v i 


ng 


o u 


t 


i ndependent 


, s o me wh a t f r i 


e n 


dl y 


k i n g d o ms . 


La 


n c e 1 


o t Arthur 


1 s g 


r e 


at 


c h a 


mp 


ion, has 


sequestered 


h i ms e 1 f in a 


mo 


n a s t 


e r y to re 


pent 


f or 


his pass 


i o n a 


t e 


af 


f al 


r 


wi t h 


Guenevere. 


Torn by grief 




r e mo 


r s e , and 


self 


-rep 


roach, he 


r ef 


u s 


e s 


t 


be 


drawn 


away. He h 


as taken with 


hi 


m t h 


e bulk of 


Ar t 


h u r ' 


s s u r v i v i 


n g 1 


i e 


u t e 


nan 


t s 


of war. 


The episode 


begins with y 


o u 


r Ro 


u n d Table 


c o u 


n c i 1 


at C a me 1 


ot . 












Already, y o 


u r r e a 1 m i s en 


da 


n g e r 


e d by an 


i n v a 


s i o n 


of a S c o 


t t i s 


h 


f or 


c e 


1 e 


d my 


Me 1 e h a n , a 


son of the 1 a t 


e 


Si r 


Mo r d r e d . 


You 


r 1 i 


mi t e d i n f 


o r ma 


t i 


o n 


f r o 


m 


the field 


tells you t 


hat Melehans's 


e 


q u a 1 


1 y ma 1 e v o 


lent 


brother, Mo r 


gol o 


n , 


ha 


s d 


r o 


p p e d from 
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s i 


g h t on s o me 


my s 


t e r i o u s e 


r 


ran 


d . 






F u 


r t h e r mo r e , 




a S a 


x o n force 




i s 


threat 


e 


n i n 


Ar 


t h u r at t h 


e 


bat 


tie of Mo 


u 


n t 


B a d o n . 




A 


1 


y a 1 to you 




ma y 


be bottle 


d 


U D 


in t h 


e 


c i 


S a 


x o n siege 


wi 1 1 


take t i me 




b u 


t can 


h 


a v e 


To 


mu s t e r t h 


e 


f o r 


ces neede 


d 


t 


d e f e n 


d 


t h 


c h 


a mp i o n , wh 





t h e 


d i s a f f e c 


t 


ed 


k n i g h t 


s 


wi 


o n 


1 y ma n who 




c a n 


c o mma n d t 


h 


i s 


1 o y a 1 t 


y 


i s 


As 


the King, 




you 


mu s t send 




a p 


arty o 


f 


c a 


L a 


n c e 1 o t to 


c 


o me 


out of hi 


d 


i n q 


, t o h 


e 


1 P 

r 


v i 


sit the c h 


a 


p e 1 


upon the 





u t s 


e t of 


t 


he 


go 


o d advice. 




You 


also ma y 




wi s 


h t o c 





n s u 


e n 


c h a n t r e s s . 


















Wh 


i 1 e the q u 


e 


st p 


r o c e e d s , 


v 
j 


u 


mu s t a 


I 


s 


h a 


r r y Me 1 e h a 


n 


1 s a 


r my . Man 


V 

J 


kn 


i g h t s 


a 


nd 


B r 


i t a i n . Y o 


u 


ma y 


c o mma n d 


s 


o me 


of t h 


e 


s e 


a d 


v a n c e . In 




this 


way, you 




ma y 


buy t 


i 


me ; 


Du 


Lac, and 


t 


he v 


e t e r a n s h 


e 


c 


mma n d s 






Yo 


u mu s t a 1 s 





r e i 


n f o r c e an 


d 


r e 


p 1 e n i s 


h 


a s 


Lo 


n d o n falls 




t h e 


Saxon f o 


r 


c e s 


there 




wi 1 


Ca 


me 1 o t . If 




Cons 


t a n t i n e i 


s 


ki 


Med, 


y 


u 


yo 


u r 1 i e u t e n 


a 


nt s , 


can pe r s 


u 


a d e 


Lance 


i 


ot 


k i 


ngdom, and 




f or 


your mo n a 


r 


c h y 









EPISODE THREE - THE ENIGMATIC GIANT 



g 


L o n d 


on, the c 


i t y 


s 


r e c e n t 1 y 


wo 


n 


by 


I 


a r a e 


part of t 


he 


f o r 


ces poten 


t i a 


I 


1 V 


t 


v , wi 


t h 1 i mi t e 


d p 


r o v 


i si o n s . 


Th u 


s 


t h e 




only 


one event 


u a 1 


r e 


suit. 








e 


real 


m, Co n s t a 


nt i 


n e 


mu s t find 


a 






1 


1 res 


p e c t , to 


s t a 


nd 


in his n a 


me . 




The 




Lance 


lot Du La 


c . 












r 


ef ul 1 


y h a n d p i c 


ked 


kn 


i g h t s to 


p e r 


s 


u a d e 


s 


a v e t 


he realm. 


1 


t i 


s also wi 


s e 


t 





q 


u e s t , 


as broth 


e r 


Ba u 


d wi n ma y 


off 


e 


r s o m 


1 


t Ni n 


eve, the 


c o u 


r t 1 


s r e s i d e n 


t 






g 


a t h e r 


what for 


ces 


y ° 


u can to 


del 


a 


y and 


t 


heir 


s ma 1 1 for 


c e s 


a r 


e scatter 


ed 


a 


cross 


t 


o u n i 


t e and mo 


v e 


t 


delay Mel 


e h a 


n 


1 s 




you c 


a n n o t s t o 


P h 


i m, 


h o we v e r , 


wi 


t 


h o u t 




best 


you can g 


a r r 


i s 


n in L o n d 


o n . 




1 f 


1 


unit 


e with Me 


1 eh 


a n 


and mo v e 


a g a 


i 


n s t 


h 


a v e 1 


o s t the g 


a me 




If you, t 


h r o 


u 


gh 


t 


o r e j 


o i n b r e a t 


h i n 


g s 


pace for 


you 


r 





The 


i mme 


di 


a 


t e 




danger to 


t he 


k 


i n 


gd 





m 


has p 


ass 


ed 




wi t 


h t 


he 


d 


e s t r u c 


t 


i 





n 


of 


t h 


e 






i n v a 


ding 


a 


r 


mi 


e 


s . Them, 


a d i 


s 


q u 


i e 


t 


i n 


g eve 


nt 


o c 


c 


u r s 


o u 


t s 


i d 


e Ca me 


1 





t 




A 


gr 


e a 


t 




g i a n 


t wa 


r r 


i 


o r 




appears at 


t h e 




wa 


1 1 


s 




c ha 1 1 


e n g 


i n 


g 


a 1 


1 t 


he 


k 


n i g h t s 







f 




t h e 


Ro 


u n 


d 




Tabl 


e t o 


s 


i 


ng 


1 


e c o mb a t . 


The 




s u 


pr 


e 


me 


c o n f 


i d e 


n c 


e 


di 


spl 


ay 


ed 


by t h 


e 




g 


i 


a n t 


i n 


t 


h 


i s 


a r r o 


g a n t 


c 


h 


al 


1 


enge sugge 


s t s 


t 


ha 


t 


h 


e 


ma y n 


ot 


be 




what h 


e 


s e 


e ms . 


1 


s 




t 


hi s 


a 


t r 


i 


ck? 


S h o u 


1 d y 


u 




r i 


s 


k your k n i 


ght s 




i n 


a 




po 


ssi bl 


e t 


r a 


P 


? 


You 


mu s 


t d e c i 


d 


e 
















Mean 


wh i 1 


e , 




t h 


e 


great Du 


L a c 


a 


PP 


r o 


a 


c h 


e s Ca 


me 1 


ot 




Ki 


ng 


Co 


n s 


t a n t i n 


e 




c 


a 


n n o t r 


i s 


k 


t h e 


d e s t 


r u c t 


i 


n 





f 


his mo s t 


t r u s 


t 


ed 


a 


1 


i y 


Yo 


u , 


a s 




t h e 


Ki 


ng 




sense 


t 


h 


a 


t 


e v 


e n 


Du 




Lac, 


wi t h 


h i s 


g 


r 


e a 


t 


sword Joy 


e u x , 




ma 


y 


n 


ot 


be a 


bl e 


t 





s t 


and 


a 


ga 


i n s t t 


h 


i 


s 




e v i 


1 








sent 


i n e 1 




a 


nd 




mu s t be d i 


vert 


e 


d 


f r 





m 


Ca me 1 


ot . 


































A q u 


est 


mu 


s 


t 


b 


e u n d e r t a k 


e n t 





f 


i n 


d 


t 


he an 


s we 


r 


t 


o t 


he 


e n 


i g 


ma pre 


s 


e 


n 


t 


ed 


by 


t h 


e 




g i a n 


t wa 


r r 




o r 




At this 


t i me 







nl 


y 


L 


a n c e 1 


ot 


a n 


d 


Ni 


n e v 


e , 


a 


n d the 




f 


e 


w 


ot 


h e r 


s 


s 


e n t 


by y 


u 


n 


V 


a r 


i 


o u s errand 


s , h 


a 


v e 


f 


r 


e e 


r u n 


o v e 


r 


t 


he 


c o u 


nt 


r y 


side. 





















The rest of 


your 


me n 


a r e 


bottled up and 


Ca me 1 


ot 


by t 


h e i 


n t i mi 


dat 


ion of t h 


Giant. The 


c a n 


only 


i g n 


ore the Giant, 


r e ma i n 


i n 


g ins 


i d e 


t h e 


c a s 


tie walls 


risk death 


or d i 


s h o n o 


r . 


Wh e r e did the 


Giant 


c 


me f r 


o m? 


Why 


i s 


he here? 


can he be d 


e s t r o 


y e d ? 


La 


ncelot and Nine 


v e mu s 


t 


solve 


t h i 


s 1 et 


ha 1 


p u z z 1 e . 



EPISODE FOUR - THE ENCHANTED KNIGHTS OF THE FOREST SAUVAGE 



For two years after your destruction of the Giant, the kingdom is at peace. The 
people are harvesting, and the land is healing. Most of your knights have 
returned to their estates for personal errands. 
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Di 


sturbing news 


b e g i 


ns t 


o ha 


unt t 


h 


e c 


o u n t 


c 


rners of the k 


i n g d 


o m, 


s o me 


of V 

v i y 


o 


u r 


1 o y a 


v a 


nishing. Many 


di s 


a d d e 


a r a n 


c e s h 


a 


v e 


been 


S a 


uvage, to the 


n o r t 


h . 


The 


mo s t 


D 

r 


e r s 


i s t e 


Kn 


ight" who wayl 


ays 


even 


t h e 


mo s t 




h e a 


v i 1 V 

v i i y 


Co 


unt Galahantin 


e of 


L e i 


c e s t 


e r , s 


e 


n t 


four 


i n 


vestigate None 


r et 


u r n e 


d. 










L o 


cal intelligen 


c e s 


ugge 


s t t 


hat t 


h 


e B 


r o wn 


Kn 


ights" as his 


fore 


e , a 


n d t 


hat t 


h 


e v 


are 


bv 


ways of the Fo 


rest 


and 


t h e 


s u r r 


o 


u n d 


i n g 


mo 


ve about after 


d a r 


k. 


A g 1 


o o m s 


e 


e ms 


t 


f 


rests. Once-c 


h ee r 


f ul 


glad 


e s an 


d 


c 1 


e a r i 


c a 


r r y a faint a u 


r a of da 


n g e r 










1 n 


the intention 


s of 


t he 


Br o 


wn Kn 


i 


g h t 


a r e 


a r 


e becoming fri 


g h t e 


n e d 


and 


are b 


e 


g i n 


ni ng 


t h 


e Round Table. 


Th 


e y s 


a y t 


hat t 


h 


e r e 


a r e 


that no ordinary 


k n i 


ght 


- e v 


en t h 


e 


a r 


e a t 


c 


mplaints and d 


i s c 


n t e n 


t a mo n g t 


h 


e p 


e o p 1 


f 1 


aring up in va 


r i o u 


s pa 


r t s 


of t h 


e 


C 


u n t r 


La 


ncelot and Con 


stan 


tine 


S 


ma 1 1 


t 


own 


s a r 


i n 


creasingly bol 


d Sa 


x o n 


band 


its. 




The 


t h r 


u r 


gent. 
















Wh 


ile you have s 


u c c e 


ed ed 


i n 


t h wa r 


t 


i ng 


s e v 


k i 


ngdom, you kno 


w t h 


e t e 


s t s 


of y o 


u 


r p 


o we r 


mu 


st find the an 


s we r 


t 


t he 


Brown 




Kn i 


ght . 


i n 


the kingdom. 


Th i 


s i s 


c r i 


t i c a 1 









EPISODE FIVE - MORGAN LE FAY'S REVENGE 



r y s i d e . 


1 


t 


s e e ms t 


hat 




i n 


r e 


mo t e 






1 knight 


s 


a 


n d me n - a 


t 


- a 


r 


ms 


ha 


v e bee 


n 




t a k i n g 


Pi 


a 


c e in or 




n e 


a 


r 


t he 


Fores 


t 




n t r u mo r 


i 


s 


of a my 


s 


t e 


r 


i 


u s 


" Br own 






a r me d p 


a s 


s 


e r b y . Y 





u r 




c I 


o s e 


f r i e n 


d , 




of his 


be 


s 


t me n in 


t 


o 


t 


he 


Fo 


rest t 







Kn i ght 


ha 


s 


a s ma 1 1 




ba 


n 


d 


of 


" E n c h a 


nt 


ed 


u n s t o p p a 


bl 


e 


by o r d i 


n 


a r 


V 

j 


a 


r ms 


The 






towns a r 


e 


g 


ripped i 


n 


f 


e 


a r 




Folk d 





n o t 


settle a 


mi 


d 


st the d 


a 


r k 


e 


r 


c o r 


n e r s o 


f 


t h e 


n g s are 


we 


e 


d - choked 




a n 


d 


a 


ban 


d o n e d , 


and 


unknown 






The p e o p 


1 


e 





f 


t he 


k i n g d 


o m 


to q u e s 


t i 





n the p r 





t e 


c 


t i 


v e 


mi g h t 


of 




hi d d e n 


po 


we r s in t 


h 


e 


F 


o r 


est 


S a u v a 


ge 




Du Lac! 




c 


an stand 




a g 


a 


i n 


s t . 


The 






e b e c o mi 


ng 




s e r i o u s . 




M 


i 


n o 


r r 


e v o 1 t s 


a 


r e 


y , and mu s 


t 


be down 




by 




t h 


e f 


o r c e s 


of 




e being 


ha 


r 


r i e d by 


g 


r o 


u 


PS 


of 








eat to t 


he 




realm is 




i n 


s 


i d 


i o u 


s but 






e r a 1 c r i 


s e 


s 


in your 




qu 


e 


st 


t 


unite 


t 


he 


and res 


o u 


r 


c e f u 1 n e s 


s 


a 


r 


e 


n o t 


over. 




You 


Your k 


ey 




lies in 


i 


nf 





r ma t i 


on sou 


r c 


e s 



F o 


r 


s 


o me t 


i me 




the k 


i ngdom 


has 


be 


e 


n c 


aim. You 


and y 


our 1 i 


e u t 


e n a n t 


s 


h 


a 


v e 


b e g u 


n 


t 


P 


i 


e c e b 


a c k 




t o g e t h 


e r the 


g r e a 


t 


A 


r t h 


u r ' s real 


m. Th 


e rest 


of 


Euro 


P 


e 




s 


i n 


t h 


e 


bl 


a c 


k 


n e s s 


of 


a 


n a r c h y 


Brit 


a i n 


al 





n e 


stands as 


the s 


hi n i n g 


r e 


mn a n t 




of 




Ro 


me 


1 s 




de 


ad 




civil 


i z a 


t 


ion. 




































Ye 


t , 




the s 


i gn 


s 


of CO 


r r u p t i o 


n a r 


e 


a 


ga i 


n b e g i n n i 


ng to 


show t 


h e ms e 1 v e 


s 






Ma 


i d 


ens 




a r 


e 


d 


i s a p p 


e a r 


i 


n g fro 


m their 


bed 


s 


a 


t n 


ight. L o 


n e t r a 


v e 1 1 e r 


s , 


on t h 


e 


r 





ad 


s 


of 




Lo 


gr 


e 


s , a E 


s c a 


V 


a 1 o n , 


Essex, 


and 


t h 


e 


ot 


her byway 


soft 


he kin 


g d o 


m, n e 


V 


e r 




r e 


a c 


h 




t h 


e i 


r 


d e s t 


i n a 


t 


ions. 


The f o 


rest 


a 


r 


e h 


a u n t e d , d 


a n g e r o 


us p 1 a 


c e s 


, i n v 


e 


s t 


e 


d 


wi 


t h 




f 


r e 


b 


o d i n g 


e v 


e 


n d u r i 


n g d a y 1 


i ght 


h 





u r s 


The p e 


o p 1 e a 


re n e a 


r d 


e s p a i 


r 


t 


h 


at 




eve 


n 


af 


t e 


r 


t h e 


g r e 


a 


t and 


v i c t o r i 


o u s 


ba 


t 


t 1 e 


s of the 


last s 


e v e r a 1 


ye 


a r s , 


t 


he 




e v 


i 1 


i s 




s t 


i 1 


1 


p r e s 


e n t 




in the 


k i n g d o 


m. 


An 




ur g 


e n t c o u n c 


i 1 of 


the Ro 


u n d 


Tabl 


e 


i 


s 


c 


a 1 


1 ed 




Pe 


t i 


t 


i o n e r 


s a 


r 


e p r e s 


e n t at 


t he 


c 


u 


n c i 


1 , b e s e e c 


h i n g h 


e 1 p to 


r e 


cover 




t h 


e 


i r 




o v e 


d 


o n 


e s 




The 


kn 


i 


ght s , 


their h 


e a r t 


s 


t 


o r n 


by their 


d e s p e 


rati on 


, d 


e s i r e 




f i 


e 


r c 


el 


y t 





go 






Unf or 


t u n 


a 


t e 1 y, 


they c a 


n n o t 


s 


t 


and 


a g a i n s t 


DEMONS 


! Onl y 


yo 


u r p r 


e 


st 


i 


di 


g i 


t at 


o r s 


c a 


n 


b 


a n i s h 


t h 


e 


m and 


succor 


t he i 


r 


c 


apt 


i v e s . 

























The mages are willing to do all they can; yet they, and you, recognize that 
so me thing is abroad in the land, which banishing the occasional demon cannot 
alone counter. 



Yes , Kin 


g Co 


n s t a n t i 


n e . Y o 


u r 


gr 


eat a d v 


e r s a r 


y , Morgan 


L e Fay, 


i 


s f 


1 o o d i 


ng 


y 


o u r 


k i ngdom 


wi t h 


her e v 


i 1 spa 


wn 




Your k n 


ights 


are begin 


n i n g to 


d 


i s a 


p p e a r 


a n 


d 


t h e 


k i ngdom 


i s b 


e c o mi n g 


r e s t i 


v e 




Even C a 


me 1 o t 


itself is 


threat 


e n 


ed 


wi t h 


r e v 





1 t . 


You see 


your 


k i n g d o 


m b e g i 


n n 


i n g 


to d e s 


c e n d 


into the c 


h a o s of 


t 


he 


Da r k 


Age 


s 


t h a 


have o v e 


r wh e 


1 me d a 1 


1 the 


1 a 


n d s 


around 


you. 


You mu s t 


find a 


nd 


de 


s t r o y 


Mo 


r 


ga n 


Fay, or 


you 


will be 


overt 


hr 


o wn 


, and y 


our h 


ead p 1 a n t e 


dona 


s t 


a k e 


! 
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HI STORI CAL BACKGROUND 



The leg 


end 


s of King 




Ar t h 


u r 


have susta 


i n 


ed 


t h 


e 


i ma g i n a t i on 


s 


f 


Engl 


and and t 


he 


We s t si 


n c e 


the Dark 




Ages 




It can be 


s a 


i d 


t h 


a 


t the legend 


di 


r 


e c t 1 y 


i n s p i red 


t h e 


c u 1 t u r e 


s u 


r r o u n d i n g 




t h e 


Age 


of C h i v a 1 


r v 


i n 


t 


h 


e Middle Age 


s , 


a 


n d in 


spired, i 


n 


s o me pa 


r t , 


Engl and' 


s 


are 


a t n 


ess in wo r 


1 d 


af 


f a 


i 


r s . About t 


he 


a 


c t u a 1 


hi s t o r i c 


a 1 


e x i s t e n 


c e 


of Arthur 




t her 


e i 


s little d 


o u 


bt ; 


h 





we v e r , mo s t 


of 


t 


he r o 


ma n t i c f i 


g u r e s 


of lege 


n d 


- L a n c e 1 o 


t 


Du 


L a c 


, Queen Gu 


e n 


eve 


r e 




Tristram an 


d 1 


s 


e u 1 t , 


Sir Ga wa 


i n , 


and the 


I i 


st goes o 


n 


and 


o n 


- are me r 


el 


y t 


h e 




c o mf o r t a b 1 e 


f i c 


t 


ions 


c o n c e i v e d 


by 


Mi dd 1 e 


Age 


p r i n c e s 


a 


n d n 


obi 


e s who pre 


f e 


r r e 


d 


t 


h e m t o the a 


c t u 


a 


1 her 


o e s and 




a d v e r s a 


r i e 


s of a n t i 


q 


u i t y 




The e 1 e me n 


t s 


of 


s 





r c e r y , ma g i c 


a 1 


b 


easts 


, and The 


Lady 


of the 


L a k 


e we r e p r 





babl 


v d 

y u 


e r i v e d fro 


m 


Ar a 


b i 


a 


n my t h s i n t r 


o d u 


c 


e d f r 


o m the 




C r u s a d e 


s , 


blended wi 


t h t 


h e 


s i mp 1 e r f i 


c t 


i o n 


s 





f the We s t t 


o f 





r m a 


highly 




e mb e 1 1 i 


she 


d t a pes t r 


y 


: ho 


we v 


e r , a tape 


s t 


r y 


w i 


t 


h mo r e than 


a t 


h 


read 


of truth. 




The fir 


s t 


d o c u me n t e 


d 


r e c 


o r d 


of Arthur 


c 


o me 


s 


t 


o us from Geoff 


r 


e y of 


Mo n mo u t h 


s 1 s 


Hi story 


of 


the King 


s 


of 


Br i 


tain. For 


ma n y 


y 


e 


a r s , A r t h u r i 


a n 


s 


c h o 1 a 


r s have 1 


o o k e d 


upon t h 


i s 


d o c u me n t 


wi t h 


d i s 


d a i n ; Mo n mo u 


t h 1 


s 


work is f i 1 1 e 


d wi 


t h p u 


z z 1 i n g 




a 1 1 u s i o 


n s 


to source 


s 


wh i 


c h 


no longer 


e x 


i s t 




a 


nd reference 


s t 





o t h e 


r works which 


are pat 


e n t 


1 y second 




rate 


i n 


their v e r 


a c 


i ty 






Yet, as we s 


hal 


1 


see, 


this sou 


r c e 


ma y s t i 


1 1 


hold clue 


s 


t 


t he 


actual ex 


i s 


t e n 


c e 




of Arthur. 












To p 1 a c 


e i 


n h i s t o r i 


c 


al c 


o n t 


e x t the a c 


t u 


a 1 


c i 


r 


cumstances o 


f A 


r 


t h u r ' 


s reign, 


i t 


ma y be 


f r u 


i t f u 1 for 




us t 


o e 


x p 1 o r e the 


r 


e c o 


r d 


e 


d history of 


t h 


a 


t t i me . Ac c o r 


ding 


to ma n y 


r e 


searchers 




Art 


h u r 


has his b 


eg 


i n n 


i n 


g 


during the 


o n s 


e 


t of 


the Da r k 


Ages, 


when t h 


e e 


x t i n c t i on 




of t 


he 


We s t e r n R o 


ma 


n E 


mp 


i 


re occurred 


n e a 


r 


o r o 


n the yea 


r 


4 7 9. F 


o r 


s o me year 


s 


, t h 


e R o ma n E mp i r 


e 


had 


b 


e 


en split i n t 


o E 


a 


stern 


and We s t 


e r n 


h a 1 v e s , 


e a 


c h of wh i 


c 


h wa 


s r 


u 1 e d by a 


s e 


p a r 


at 


e 


e mp e r o r . 













The Romans had conquered Britain during the first century, during the reign of 
Domitian. In the words of Edward Gibbon: 



"The 


v a r 


i o u s 


t r i 


bes of Britons 


posses 


sed valor without 


c o n 


duct, 


and 


the 1 


V 


e 


of 


free 


d o m 


wi t h 


t he 


spirit of u n i 


on. T h 


ey took up arms with 


s a v a g 


e f i 


e r c e n e 


s s 






they 


1 a i 


d the 


m d 


own, or turned 


them a 


gainst each other 


wi t 


h wi 1 


d i n 


c o n s t a 


n c 


y 




and 


wh i 1 


e the 


y f 


ought singly, 


they we 


re successively s 


u bd u 


ed. 


Ne i t 


her t h 


e 






fort 


i t ud 


e o f 


Ca r 


actacus, nor t 


he d es p 


air of Boadicea, 


n o r 


the f 


a n a t 


i c i s m 


of 




t h e 


Dr u i 


ds, 


could 


a v 


ert the slaver 


y of t h 


eir country, or r 


e s i s 


t the 


st e 


a d y p r 


og 


r 


ess 


of t 


he 1 


mp e r i 


a 1 


generals, who 


ma i n t a i 


ned the national 


g 1 o r 


y , wh 


e n t 


he t h r 


o n 


e 


wa s 


d i s g 


race 


d by 


t he 


we a k e s t , or t 


he mo s t 


vicious of manki 


nd. 














The 


n a t i 


v e Ca 


1 ed 


onians preserv 


e d i n t 


he northern extre 


mi t y 


of t 


h e i 


s 1 e t h 


e i 


r 




wi 1 d 


i n d 


e p e n d 


e n c 


e... their inc 


u r s i o n s 


were frequently 


r e p e 


lied 


and 


c h a s t i 


s e 


d 




but 


t he i 


r c o u 


n t r 


y was never su 


b d u e d . 


The masters of t 


he f 


aires 


t a n 


d mo s t 








we a 1 


t hy 


c 1 i ma 


t e s 


of the globe 


turned 


with c o n t e mp t fro 


m g 1 


o o my 


hill 


s a s s a 


i 1 


e 


d by 


wi n t 


e r t 


e mp e s 


t s , 


from lakes co 


n c e a 1 e d 


in a blue mi s t , 


and 


from 


cold 


and 1 


o n 


e 


i y 


heat 


hs, 


over 


wh i 


ch the deer of 


the f o 


rest were chased 


by a 


t r o o 


p o f 


naked 








barb 


aria 


ns . " 
























For 


near 


1 y f o 


u r 


centuries, the 


Ro ma n 


laws, technology, 


and 


c i v i 


1 i z a 


t i o n we r 


e 




i mpo 


s e d 


on t h 


e a 


narchic Britis 


h isle. 



















S. O. E. DOX continued in Part 2 



